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PREFACE

Scumm stands for Script Creation Utility for Maniac Mansion.

Originally first developed for the game Maniac Mansion, in 1987, the Scumm
system has developed into the mainstay of the company's product line.
Somewhat appropriately for a system developed by Lucasfilm, Scumm uses
concepts such as Actors, Costumes, Cameras, Sound Effects, and Scripts.

Scumm was originally designed for the C64 by Ron Gilbert. While we program on
an IBM clone, Scumm is not tied to any particular hardware and Scumm
programs will run with little change on other machines.

All of the utilities that we use in Scumm are named after various disgusting bodily
fluids such as flem, byle, and mmucus. This can lead to interesting conversations
at restaurants. Asking a co-worker if they have "flemed" something yet and
receiving the reply that they are awaiting it to be "byled."

It is possible to do almost anything in Scumm, although not always elegantly.

As with all endeavors, the contribution of others has helped bring this manual to
fruition.

Thanks are in order to Ron Gilbert, David Fox, and Aric Wilmunder, for
constructive comments and information.

Also thanks to the Scummlettes: Ron Baldwin, Jenny Sward, Dave Grossman,
Tim Schafer; and the Scumm Babies; Sean Clark, Mike Stemmle, Tony Hsieh
and Tami Borowick.

Finally thanks to Noah Falstein, Hal Barwood, and Kalani Streicher for their help
during Scumm-U and beyond.

Chapter 1 Introduction

A long time ago in a Galaxy far far away, Ron Gilbert created the scumm system
on a Commodore 64. Despite this the Scumm System has grown to be the
mainstay of the Lucasfilm game line.

Scumm is an acronym and stands for Script Creation Utility for Maniac Mansion.



